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l. introduction 


Public Domain Role-Playing Game explained. 


2. agency 


Players are in control of their characters. A High 
Roller creates adversity for characters by asking 
questions, the most basic question being: "What 
would you do if...?" Give players enough details 
to make informed answers. Have players tell 
what happens to their character. 


3. traits 


Body and Mind are just suggestions. Character 
traits may be any descriptive noun or adjective. 


4. dice 


Storytellers wield chance to create meaning. 
Probability produces and predicts situations with 
real stakes. Higher averages! generally roll 
higher than lower averages. Adding dice with 
lower maximum rolls increase the average and 
keep rolls closer to it. Dice with higher maximum 
rolls add variety” from average. 


max roll twenty |mean|deviation 
d20 10.50 5.77 
d12 + d8 11 4.14 
d12 + d4 + d4 11.50 3.80 
d10 + d10 11 4.06 
d10 + d6 + d4 11.50 3.52 
d8 +d8 +d4 11.50 3.43 
d8 +d6 +d6 11.50 3.33 
d8 +d4 +d4 +d4 12 3 
d6 +d6 +d4 +d4 12 2.89 
d4 +d4 +d4 +d4 +d4| 12.50 2.50 
! Mean 


? Deviation 


4.1. modifiers 


Opposing forces adding numbers to their rolls is 
unneeded arithmetic which adds nothing cre- 
atively. Forcing players to consult a character 
sheet after rolling slows gameplay. Dice are in- 
formal modifiers since none can roll under a one. 


5. conflict 


Turn orders may condemn all to playing a fraction 
of the time, add pressure to perform, and frustrate 
the impatient. Limit using turns when possible. 


All characters must take one action? before 
anyone may take another. Whoever rolls highest 
may declare the next action before anyone else. 


Anything non-trivial is a conflict and any- 
thing sensible may be used in a conflict. 


6. difficulty 


High Roller assigns action and situation difficulty. 


1 | Easy | 2 | Tricky | 3 | Hard | 4 | Wicked 


6.1. damage 
Mortals may receive twenty damage before death. 


Damage may transfer into wielded or worn 
items instead of a character when taken. 


Roll must be higher than the damage of the 
most damaged character involved in a conflict to 
succeed. Conflict fails if roll is under the damage 
threshold, even if it is higher than the original dif- 
ficulty threshold. Players coordinate who is the 
most damaged before rolling. 


Non-players may have a dice pool and lose 
one die each time a conflict is lost. Retreat or a 
change in tactics may happen at set thresholds of 
damage. 


3 Players may pass and concede their action 


6.1.1. breakage 


Items breaking may inflict full damage to the 
wielder, inflict reduced damage based on remain- 
ing damage, or inflict no damage to the wielder. 


6.2. tension 


When a conflict succeeds for the players increase 
the difficulty by one and reduce difficulty by one 
upon failure. 


6.3. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflicts. Players gamble 
damage to their characters and items equal to the 
maximum possible roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Management of player resources 
is the core of all strategies. 


Non-violent actions may contribute to total 
damage for creating situations to inflict damage. 


Those good at mental arithmetic may help 
others who are not since all numbers are on the 
table and not on character sheets. 


6.4. failure 


Success and failure do not need to be a binary. 
By setting a threshold, a number is set for a flaw- 
less success. If a roll is under threshold, the High 
Roller may offer a player to succeed in their ac- 
tion but take damage equal to their roll. 


7. progression 


Characters increase versatility with traits and 
items through improvement. As dice are added, 
characters may invest more in specific actions 
without using multiple traits and items. 


7.1. notches 


Notches represent experience within the world. 
Characters gain experience from surviving adver- 
sity. Spending notches represents past experi- 
ences affecting future outcomes. 


8. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of twenty is 
respected. Spending notches earned on an item 
may be a mechanic for special abilities. 
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9. style 
Public Domain Role-Playing Game philosophy. 


9.1. simple 


Design to easily learn, remember, and modify. 
Assume printing to paper and write no more than 
necessary. Limit scope to do a specific thing well. 


92. teamwork 


Rules are tools for cooperation. Encourage play- 
ers to work together through design. 


9.3. yours 


Players always have complete control over their 
characters. Any compromise on this principle is 
trouble. Convince someone but never force them. 


Share without restriction on use, deriva- 
tives, and distribution to inspire new creations. 
Choose tools and formats which ease sharing, ar- 
chiving and modification. 


Modules are optional pieces to a larger 
whole. Use or discard anything depending on 
need. Clearly state which modules are dependent 
on another. Players print only what they need. 


9.4. language 


Words without common meaning alienate those 
unfamiliar with them. Technical language is de- 
signed for the knowledgeable and not for those 
learning. While useful, try to avoid this type of 
jargon. At the very least, try to use context to ex- 
plain esoteric words. When deciding to create a 
technical term, question if a way to express it ex- 
ists with common language. 


9.5. elegant 


As far as possible, use common materials in a 
new way. Tie new mechanics into existing ones. 
Take advantage of the unique properties of every- 
thing you use. Search for clever solutions. 


10. travel 
Travel recklessly across vast expansive lands with a deck of playing cards. Players take turns to write a lo- 


cal rumor in one blank box till all blanks are filled. 


Distance or difficulty determines* the amount of King cards to be drawn to arrive at the destination. 
Each player takes a turn to a draw card and use the resulting prompt to create a conflict. Suit drawn deter- 
mines the difficulty of the conflict. Players may draw for extra prompts but must use the suit of highest dif- 
ficulty. 


Characters only heal one damage per day when rest is taken. 


king | difficulty | distance | suit 
1 Easy Close 4 
2 Tricky Near b 
3 Hard Far + 
4 Wicked Distant v 
# A & + v 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 


4 Use whichever requires drawing more cards 


11. arbiter 


Roll compatible dice or draw cards to create and resolve conflicts. 


d4 1 2 3 4 
d8 1-2 3-4 5-6 7-8 
d12 1-3 4-6 7-9 10-12 
d20 1-5 6-10 11-15 16-20 
d40 1-10 11-20 21-30 31-40 
d100 1-25 26-50 51-75 76-100 
suit Spade Club Diamond Heart 
color Black Black Red Red 
tarot Sword Wand Coin Cup 
time 00:00-05:59 06:00-11:59 12:00-17:59 18:00-23:59 
day Night Morning Afternoon Evening 
season Spring Summer Autumn Winter 
story Drama Item Character Environment 
result No, and No, but Yes, but Yes, and 
outcome Major Failure Minor Failure Minor Success Major Success 
scale Lesser Greater Lesser Greater 
difficulty Easy Tricky Hard Wicked 
distance Close Near Far Distant 
cover Partial Half Broad Full 
chance Likely Believable Doubtful Inconceivable 
hazard Safe Risky Dangerous Perilous 
sense Visible Noise Scent Feel 
1 2 3 4 5 6 
No, therefore No, and No, but Yes, but Yes, and Yes, therefore 


11.1. verb 
1 Lose 21 Betray 41 Abandon 61 Assault 81 Accommodate 
2 Kill 22 Speak 42 Renounce 62 Provide 82 Aggravate 
3 Call 23 Change 43 Infiltrate 63 Bring 83 Terminate 
4 Move 24 Rebel 44 Restrain 64 Track 84 Manipulate 
5 Mend 25 Strive 45 Reject 65 Assemble 85 Discover 
6 Help 26 Compel 46 Drive 66 Weaken 86 Strengthen 
7 Gain 27 Watch 47 Leave 67 Protect 87 Withstand 
8 Hide 28 Guard 48 Respect 68 Demand 88 Negotiate 
9 Save 29 Attain 49 Hoard 69 Prepare 89 Counteract 
10 Veil 30 Cease 50 Battle 70 Conspire 90 Deliver 
11 Kill 31 Trick 51 Support 71 Sustain 91 Accumulate 
12 Free 32 Plead 52 Conserve 72 Oppress 92 Liberate 
13 Shun 33 Repel 53 Distract 73 Release 93 Determine 
14 Stop 34 Track 54 Inspect 74 Summon 94 Arrange 
15 Deny 35 Mourn 55 Uphold 75 Harass 95 Invest 
16 Plan 36 Avoid 56 Defeat 76 Corrupt 96 Establish 
17 Trap 37 Steal 57 Impose 77 Implant 97 Dispose 
18 Seek 38 Build 58 Deceive 78 Pillage 98 Satisfy 
19 Flee 39 Inform 59 Pursue 79 Dispute 99 Separate 
20 Win 40 Travel 60 Explore 80 Rescue 100 Bamboozle 
11.2. noun 
1 Fame 21 Trust 41 Order 61 Barrier 81 Influence 
2 Ally 22 Friend 42 Hazard 62 Justice 82 Alliance 
3 Life 23 Spirit 43 Enemy 63 Fortune 83 Notoriety 
4 Foe 24 Border 44 Elite 64 Heirloom 84 Warning 
5 Idea 25 Truth 45 Structure 65 Honor 85 Authority 
6 Poor 26 Gossip 46 Grudge 66 Pilgrimage 86 Population 
7 Area 27 Family 47 Belief 67 Meeting 87 Citizenry 
8 Body 28 Victim 48 Hatred 68 Society 88 Community 
9 Love 29 Violence 49 Atrocity 69 Nobility 89 Perpetrator 
10 Hope 30 Parent 50 Object 70 Reputation 90 Superstition 
11 Debt 31 Dream 51 Secret 71 Purpose 91 Relationship 
12 Ruin 32 Wealth 52 Ilness 72 Shelter 92 Government 
13 Dead 33 Soil 53 Estate 73 Dominance 93 Resource 
14 Need 34 Worship 54 Fugitive 74 Alliance 94 Possession 
15 Duty 35 Creature 55 Monster 75 Treasure 95 Oppression 
16 War 36 Goods 56 Labor 76 Class 96 Production 
17 Road 37 Opportunity 57 Conflict 77 Invasion 97 Meddler 
18 Lie 38 Blight 58 Stranger 78 Stockpile 98 Information 
19 Will 39 Blood 59 Revenge 79 Crime 99 Leadership 
20 Spy 40 Power 60 Strength 80 Message 100 Aggression 


dice influenced cartography enhancer 

# drama item character environment 
1 Corpse Junk Innocent Empty 

2 Noise Piece Victim Hazard 

3 Smell Tool Commoner Transition 
4 Rumor Clue Mentor Threshold 
5 Premonition Weapon Caretaker Warning 
6 Stakes Sign Ally Challenge 
7 Pursuit Threat Explorer Resource 
8 Trouble Omen Messenger Strange 
9 Betrayal Fake Rebel Mess 
10 Loss Evidence Clown Conflict 
11 Theft Drug Romantic Cache 
12 Test Key Betrayer Hoard 
13 Fight Device Artist Secret 
14 Ruckus Record Scholar Workroom 
15 Accident Adored Warrior Lodging 
16 Sabotage Liability Outcast Fluid 
17 Collapse Sacred Fool Recreation 
18 Havoc Artifact Impostor Commons 
19 Falsehood Rare Authority Waste 
20 Catastrophe Treasure Antagonist Legend 


12. dice inspire creation engine 
Blank pages, polyhedral dice, and tokens are re- 
quired for play. Place a blank page for the Map 
and one for Information on the table. Players cre- 
ate characters represented by tokens on the map. 


Roll 1d20 for the High Roller which takes 
the first turn. Each turn represents any arbitrary 
period of time if consensus is unanimous. 


There are four actions: draw, inquire, cre- 
ate, and encounter. Record important details on 
either the Map or Information page. High Roller 
duties pass clockwise after taking an action. 


12.1. draw 


Add or modify a location on the map. 


12.1.1. draft 


Roll polyhedral dice on a blank page and interpret 
using Dice Influenced Cartography Enhancer to 
create points of interest. 


12.1.1.1. structures 


Roll a polyhedral dice set, interpret, and physi- 
cally connect each die to construct a location. 


12.2. inquire 


Ask a question about the area, every other player 
adds a rumor. Record rumors on the Information 
page, numbered to roll for inspiration. 


12.3. create 


Make new ally by spending notches for dice. 
Non-allied characters do not require notches. 


1 2 3 4 5 6 
d4 d6 d8 d10 d12 d20 


12.4. encounter 


Move a character to location by moving a token 
as an action. Once there, a character may act to 
accomplish goals. Decide difficulty unanimously. 
Characters at the same location may collaborate 
in conflicts. 


Player may instead roll 1d4 on the map and 
use the resulting prompt from any column to de- 
scribe what happens at the location the die fell. 
Upon rolling the maximum value of a die it in- 
creases in size to the next highest die. 


13. npc procedural conception 


Roll for each non-player character column. 


d6 | d12 | need | problem call 
1-2 | 1-4 | novelty | nuisance neutral 
3-4 | 5-8 | peace personal prohibitive 
5-6 | 9-12 | capital | circumstance | collaborative 
13.1. need 


Character’s innermost desire. 


13.1.1. novelty 


Something unattained, new or exciting. 


13.1.2. peace 


Relief, quiet, or maintaining the status quo. 


13.1.3. capital 


Social, political or economic power. 


13.2. problem 


Prevents character from having their desire. 


13.2.1. nuisance 


Creature or person hindering them. 


13.2.2. personal 


Lack of will, means, or physicality. 


13.2.3. circumstance 


Responsibilities, bad timing, or lack of agency. 


13.3. call 


How a character’s quest relates to the players. 


13.3.1. neutral 


Goals are neither for or against players. 


13.3.2. prohibitive 


Works against the goals and actions of players. 


13.3.3. collaborative 


Goals correspond with what players want to do. 


14. myth 


Each player declares one thing which must or 
cannot be included in the timeline. Consensus 
must be unanimous to be included on either list. 
Repeat as many times as necessary. 


On a blank sheet of paper draw a horizontal 
line from one end to another. This line represents 
the progression of time from left to right. Each 
player declares a myth to be included on the time- 
line relating to the previous list. If consensus is 
unanimous, the player writes the event some- 
where on the line. 


15. chart 


On a blank page, write numbers 1-20. Reserve 
dice maximum numbers? for important plot 
points, objects, characters or locations. Fill 
empty boxes with rumors. 

Start at d4 and increase die size when 
rolling maximum. Lower-numbered boxes are for 
common things. 


probability 

#| d4 d6 d8 |d10| d12 |d20) sum 
1 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
2 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
3 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
4 | 25%|16.67%|12.50%|10%|8.33%| 5% |77.50% 
5 16.67%|12.50%|10%|8.33%| 5% |52.50% 
6 16.67%|12.50%|10%|8.33%| 5% |52.50% 
7 12.50%|10%|8.33% | 5% |35.83% 
8 12.50%|10%|8.33% | 5% |35.83% 
9 10%|8.33%| 5% |23.33% 
10 10%|8.33%| 5% |23.33% 
11 8.33% | 5% |13.33% 
12 8.33% | 5% |13.33% 
13 5%| 5% 
14 5%| 5% 
15 5%| 5% 
16 5%| 5% 
17 5%| 5% 
18 5%| 5% 
19 5%| 5% 
20 5%| 5% 
16. notice 

I voluntarily dedicate this work into the Public Domain to encourage 


new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 


e Create copies to be shared without limit and for any pur- 
pose. 


e Create derivative works without restriction, for any purpose, 
and without credit. 


e Use this notice in your own work. 


5 4,6,8,10,12,20 


